Playing to Learn 


‘Our Digital Equity in Education project at USC's Pulls 
Center for Higher Education started wth asi qu 
(Could we make the proces of applying to callege and for 
financial id 


gaging? 


Through our workat Us mentoring program, we understondthat many qualified louincome andlor 
‘rs generation students were sipping through the racks when‘ came time tospaly tocallege These were students wha had done 

all inschool and acim urements but who lacked adequate support —at home and/or at school —tosuccestlly 
‘complete the callege preparation and appli 


with stuentsina face-to-face 


ton processes. 


format. 


We wondered f we could provide that supporto stucens ina fun and eect 


‘Thus the Digital Equity in Education project began After recognizing that rational approaches were not only cost prohibitive, but 
ako not substantially moving theneedle on alee outeomas we launched an innovative approach to meet students wher they were 
increasingly spending tine intechand game spaces. And tough a partnership ith USCS Game novation Lab, we crested games 
that eduestedhigh school students bout calle going strategies, tom understanding financial aid opportuni to managing ime 
forcollege preparation activities 


From theinception ofthe project, we have warked closely with students and practitione 
‘gamifcation strategies affected students college-going 


tounderstand how the game and 


havin 
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Playing for Real 


What started as a role-playing game about college 
applications expanded taincude rebust online campaign 
‘alld the Mission: Admission Challenge. But would onine 
‘engagement translate oral ifeaction? 


ie haan inkling t would snce our fiding from ror stdles 
iusvated that if students payed the game severaltimes thie 


understanding of cllege concepts increased 
‘game play strategies that mirored cllege appliston 
strategies suchas submitting the ree Applicaton 
for Federal Studant Ald (FAFSA) on time improved 


In order to assets the effects of the Mission: Admission 
‘Ghallenge on actual student outcomes, we moved from a 
local investigation with small groups of high school students 


toa randomized controlled tal n schaole acre the state 
‘of Calfornia The Califia Student Aid Commision (CSAC) 
served as hey data partner and several of CSAC‘ Cal SOAP 
programs assisted in schoo recruitment, 


By randomly asigning similar schools to participate nthe 
‘Mission: Admission Challenge r ta serve as a contol, we 
‘measured the unique Impact ofthe Challenge on students 


FAFSA/Califomia Dream Act CADA) 
on-time submision rates college enrollment rates 


Since 2015, 
the Mission: Admission Challenge has engaged: 


+ 30,317 CA students in 
+72 high schools in 
+29 school districts 


Total # of Get School 


601,855 


activities completed: 


Engaging Students 


Get Schooled’s approach is to empower 
and engage young people through a 
digital platform that includes texting and 
‘gamification ~ and a recipe they callsizzle 
and substance! 


et Schooled collaboration 
1 nancial aid suppor through 
cslonbaards and online 


Measuring Impact 


Participating inthe Miesion: Admission Challange had a postive impact. 


‘Overthe course ofthe study schools that implemented the Challenge saw an addonal i boost in the FAFSAICADA appliation 
completion ates compared ta schools that did not participate, statistallysignlfcant nding. 


Asia rend was found vith college enrolment ates where rates incest by an ational 4in participating chooks compared 
twschool inthe contra group, 


FAFSA/CADA Application Rates Increased More in Schools Participating in the Challenge 


Challenge schools Control schools 
mes) (ean 
CI] a. a . 
65% 72% 68% 70% 


015) 2017) (2015) 2017) 


College Enrollment Rates’ Increased More in Schools Participating in the Challenge 


Challenge schools Control schools 
‘rein (meant 


27% 36% 28% 33% 


2015) 2017) 015) ‘oi 


“As measured by students who were paid a Cal Grant award by the Calforna Student Ald Commision 


Measuring Implementation 


_Akey aspect of ur reseatch included longitudinal mixed methads data collection at participating treatment schools Findings 
highlighted student and practitioner rections tothe digital tool as wall as implementation strategies and challenges. 


Reactions tthe digital campalan varied Where succesful practitioners and students valued the fn, easly accesible approach that 
amplified et effrtsat school sites Without exception, hybed approaches dial and analog) performed beter than appreaches 


‘that oat elle on digital outreach 


Was the Challenge worth your time? 


COLLEGE COUNSELOR 
‘definitely enightened the kids. 
eas very valuable for fist year 

student] because they dont have as 

‘much exposure to information about 
college. We realy hammer t down 
for juniors and seniors. twas nice 

it was pop-culture! 


ADMINISTRATOR 
“t supported a movement 
weave been fomenting for afew 
yearsat our school tha colegeisa 
realtc option for minority students 
flawincome tatu” 
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\ ‘and, ance you get to junior year, 
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STUDENTS 


versions was helpful 
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to integrate 


Moving forward, we seok to 
schools 0 


gations and grantor to invest 


ef for unique subpopulations 
sin foster cae) 


Broadcasting Out 


POSTSECONDARY 
PLAY 


DIVERSIFYING 


DIGITAL 
LEARNING 


About the Pullias Center 
for Higher Education 


‘One ofthe words leading research centerson higher education the Pllas Center of Higher Education tthe USC Rosier School 
of Education advances innovative, scalable solutions to improve college outcomes for underserved students and to enhancethe 
performance of postsecondary institutions. 


‘Toe mission ofthe Plas Centers to bring = multisiscptinary perspective complex social, politcal and economic issues in 
higher education. The Centers currently engaged in research projets to improve acess and success outcomes fr low-income, 
fast generation students, improve the perfomance of postsecondary institutions, asess the rate of contingent faculty understand 

for-profit 


how collages can undergo reform incerta inceate thelr effectiveness, nals emerging organizational forme such 
instiutions and assess the educational rajectanesof community calege students 


‘Te Digital Equty in Education team atthe Pallas Centerincludes 


eB Corwin, Tatiya Maruco, Sunes Kllur Michael Lanford Mara Remero-Morales,Chritine Rocha, and Willam G Tierney 
ith previous collaboration fram Samantha ersten, Caras Galan, Amanda Ochsner and AntarTichavakunda 


Project Lead 


Zoe 8.Corwin curently dieetsthe DigitalEqutyin Education Online Literacy and Educational 
project forthe Pulls Center Heresearch focuses oncolege Opportunity; Postsecondary Play: 
‘prepaationprogramsandaccesstofnanclalferlowincome The Roe of Games and Social Mela 
and minontzed students, callgepathwaysforfosteryouth, _ngher Education and Preparing for 
the rleof social media and games in postsecondary access Coleg Nine elements fefective outreach, Corwin crested 
andcompletion and theintersecionofstateboarding schools _avarity of esources fr paciioners outlining effective colege 
and society. She s co-editor of Diversifying Digital Learning: preparation and success strateges 
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